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Co Yriends ~ Ilew and Old

by Famel Kaili

-y reetingsl Allow me to intro-
% duece myself. I'm Jamel Kaili,
! andI'wvehbeen appointed assiz-
tant editer by the almighty Gyrfauceon,
our esteemed Editor-in-Chief. You
might have encountered me answering
your questions, or
just ruzhing eut of
the Herald'z of-
fices, en route on
zomme errand

I'm a bit of an
anomaly around
here; I'm an old-
time CembStone
player wholeft the
garne for a longpe-
riod of time, and
then returned
when CemStone

I knowthe frustrations of trying to find
an uncrowdedhunting ground, of try-
ing to learn repes without alienating
the old-timers [ know the feeling of
being a newhie in the lands. It wasn't
all that leng ago I returned here,
triendless,  with
only afew coinzin
my pockets.

Az =such I
Enowr zomething of
the challenpes that
tface the two
“proups’ of players
that populate the
world of Kulthea,
the old-tirmers
from the Cenie
side, and the
"newbies” from

cpened up on
America Online

Oneeupon atime,

Suppose you encounfer someone  the ACL  and
alone hunting ores. Why not ask
if they'd ke fo hunt with you?

Prodigy side. And
I feel qualified to

I was a mighty
warrier. Meow, [ am a strugpling bard

Az such, I tend to see things with
both young and ald eyes. [ canremem-
ber a time when you knew just about
everyore in the pame, a time when
there wasz only one cleric whe eould
raige the dead, before organized
Heouszes and custom weaponz A time
when things were smaller.

I am alse familiar with larpe
erowds; I prew up with them in my
zecondlife I am aware of the feeling
of being alone, of not knowing anyone.

corminent on some
of the problems and izsues that face
both types of players. If you dizapree
with what I zay, please let me know. 1
lowve to diseuss such things.

Thiz izsue, I'd like to addresz the
izzue of making friends in GemStone.
Think of the problem that faces the
newcomner. Here he or she iz, in a big
strange world, wondering what to de.
Heow dees one meet people?

The problem goez beyond that
Flenty of people seeming to make it to

[ Condrued on-pare 201
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Clanthia Derald Cdiforial Guidelines: How fo Confribufe fo
fhe Official GemStone ||l Newsletter for Fun and Profif

he Elanthia Heraldiz the offi-

cial on-line newsletter of
M  OerStone 111 avaluable and
entertaining compendium of player-
producedinfermational artieles, shert
stories, fietion, poetry, artwork, hu-
mer, and mizeellany about the game.
The Elanthia Herald newsletter
(“EH”) iz made awvailable in the Gemn-
Stone III software library on Genie,
Ameriea Online and Prodigy in Win-

dewrs, MAC, andtext formats.
The articlez and editorial content

=
A

.
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of the Elanthia Herald are player-
driven. Tou come up with the ideas,
write the articles and determine what
content iz of interest and value to you
and your fellow adwenturers in the
lands. The editerial staff iz just a tool
to transform your words, ideas and

teelingsinto forms that all of Elanthia
canread, enjoy, andbenefit from.

The Kinds of Submizsions We
Would Like to Receive

We are interested in articles that ap-
peal to the broadest cross zection of
GemStone III players. Submissions
can range from practical to entertain-
ing and whimsieal. The fellowing are
types of articles we wouldlike to zee:

1. Articles on parne mechanics are
always popular andwe want az many
good articles on mechanics az we can
get! A “pood’ one contains uzeful in-
formation, SAY oIl eIedtures oI 4 new
area, with a helptul and reasonable
ameount eof reference: to numbers,
stats, ete. An article that turns out to
be mostly a table of statistics or just a
list of nurnberz iz not sufficient. Try to
putthe pame mechaniez into perspec-
tivefor thereader.

0. Roleplaying articles are alszo
welcome. Well dene, in-character nar-
ratives are sources of immense enter-
tainment for our readers. Factual arti-
clez bazed on your character’s adwen-
turezin Elanthia--while hunting, dur-
ing a quest, per sonal encounters, rem-
inizeences of memorable players or
gevents--are  desirable submizzions.
Charactersthat are active in the pame,
settings from world of Elanthia, plots
and characters suggested by events in
the parne, ete. are also excellent raw
material for fictional accounts, sheort
storiesz, and humer ous anecdotes.

3. Poetryis another fENIe We en-
courage. We try to puhlish at least

some original poetry every month. Al-
though we would like to dizcourage
paredies, like “Twraz the night before
Xrmas and all through the track, not a
ereature wasz stirring, neot ewen a
thrak” that deesn’t mean you
shouldn’t de humereous eriginal verze.
Poetry shouldbe “in character” when
possible and certainly in context with
the world of Elanthia.

4. Letters to the Editor are alzo
something you should econsider sub-
mitting. What we are aiming for are in-
character, roleplaying type letters ie,
the kind of letter your character would
zendin te the EH after reading an is-
sue, through hizfher eyes, rather than
your (real-world) comments on the
newsletter. Outstanding roleplaying,
entertainment andliterary opportuni-
ties exizt even izthiz short format, =0
den’t overlook it.

. Maps and deseriptions of both
new and old areas are uzeful to our

Teaders. Attempt to deseribe the area
in character and be caretul not to 1e-

veal any secrets or puzzles the area
may contain.

(Condnued onpare 23]

Che Beftom kine for Submissions...To insure the best chance of being published,

we urge you toreadthe entire guidelines andfellowthem carefully.

1. All filez must be submitted az attached EMAIL filez. The attached file
submizsions rmust begin with information filled in: USERE NAME OR
SCEREEN MNAME; MAME OF SERVICE YOUR USUAL CHARACTER IS
ON;, CHARACTER MNAME; NAME TO USE FOR AUTHOQR OF ARTICLE
(if different from charaeter name); EMAIL ADDERESS, FOREMAT OF FILE:

DATE SUEMITTED.

£. We cannot acknowledge receipt of any submissions, nor can we comment on

ideas. Toumust submit a completed article.

3. Oredit towar dfree time in GemBtone 111 andin-game compenzation iz awar ded
based on peoints, submission length and the quality of the work. (see p. 24)

4. We cannot accept submissions which require a great deal of heawy editing,
Check your spelling, prammar, punctuation and facts before submitting

articles.

E Email your subrizzion az an attachedfile to CTEFAUCSOMNEAOL OOM with
a copy to ERUCEHH@AOL.COM. Welook forwar dto itl
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Reaching Ilew Beights: H Recollection of
[Mlelgorehn’s Reach ., suumomi

-

_"_;-F hen I first came to this city,
Ei__ everything I szaw was a
(WM marvel to me. I recognized

nothing; I wasz awed by everything.

One place to which I wasz introduced

zoon after my arrival was a mountain

just a shert hike outside the tewnm
gates. Melgorehn's Eeach, they called
it, and az wemade the long journey up
to the mist-shrouded peak of this
meountain, my guide paszed the time
by telling me something of its history,

“l ean remember a time,” he
bepan az we clambered across the
drawhridge over a stream at the
meuntain’z foot, “that there wam't no
reountain here at all”

T 2ee,” [ said agreeably.

“Tou woke up one morming and
thereit wasr

“Oh, ne,” he =aid, chaking his
head solemnly az we began picking our
way aleng a narrow and rather
unsettling path. “It wasn't nothing to
do with waking up in the merning, that
tnuch [ remember for ecertain™ He
pauzed, waiting until the roar of the

small awalanche I'd zet off with a

careless step had faded somewhat.

“Mo, Iwent tohed one night andthere

waz neo mountain. But it waz the

middle of the night that I felt, or
anyway, | guess meost everybody in
town felt it, it was a hupe, an
enormous earthquake Felt like the
entire city was poing to slide into the

Eay, and all of us with it” I nodded

politely, I hoped, but his mention of an

earthquake combined with the sight of

a meountain goatrelling down the slope

and acrosz the trail in front of uz had

made quite a dentin my already shaky
confidence.
“And that’s when you zaw the
menntain fer thefirst ime™ [ asked
“MNeo,” he answered  “The

meountain had been there for a long

time. Where we're standing right now,
or anyway on the ground below where
we Te standing right new, youusedto
be standing on the pround in this
meuntain’z shadew. There was a
mountain, all right, but az far back a=
anybody can remember, it was just
floating aleng, wayup there, wayup in
the sky”

“Up there™ I asked, pointing up.

“That’sright,” he answered with a
smile.

“In the sky™ I asked, locking at
him doubtfully until a small boulder
bouneing just over myhead distracted
me.

“Right up there”
nodding calmly.

I started to say something, but I
wasn't sure what it was geing to be, so
I just sort of clearedmythreat andlet
it po. Evidently, thiz offended my
guide, whosze word waz not to be
questioned. Dodging a hail of fist szed
rocks, he continued testily, "If you
weren't o new around here, you'd
kEnow all of thiz already”

Ey now we had come to what
locked to me like a test. There waz a

he replied,

ledge a waysz owver our heads, and
between uz and the ledpe were four
steps. Unfortunately, all four steps
were the same height. I couldn’t zee
heow this waz of anyhelp to us until I
noticed that my puide was staring ata
number of small buttens to the side of
the staircaze. Each button, I realized,
had writing en it. “Maybe if you push
those letters in the right erder, the
stepswill change places,” I supgpested.

He seemed unimpreszed. “Any
ideaz for which one to punch first™

I hadn't really given it much
thought I tried to remember all my
old spelling rules, but they didn’t help
much. “Wasz it F before § except after
ET Mea, 5 before O, and more 2 well,

just Z, I puess. And Obefore B unless
there’z a full meoon? Hmmm?” [ wasn't
getting anywhere, so [ decidedte keep
quiet andlet him solve the problem.
He managed it in just under half an
hour, though hiz methods he would
never divuilge.

“So if this meountain was floating
along zo happilyfer all that time, why
the earthquake? How'd it get dowm
here™
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Adswe made the journey up fo
the mist-shrouded pealky my
guide passed the time by tefling
me something ofits history.

My puide pauzed while twe hill
trells, apparently too caught up in
their mating ritual to netice they were
moving, careened down the face of the
mountain just ahead of us, then
answered, "It was the pods” He was
edging steadily west along the ledge az
he grunted this, though I couldhar dly
zee where he hoped we were going. As
I made my way along the same ledge,
he continued, “They weren't quite

(Condrwed onpore 4)
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(Reashing, condnuad frompage 5)
sure what that mountain was doing up there, either. 5o they decidedto come take
alook”

“They just flew dewn from Liabe to check out some meuntain that was
minding itz own business, floating areundin midair ™

“Well, no, not exactly” Small plants wereripping free from the mountainside
in hishands, andfeor amoment or twohe was silent as he workedhiz way around
a final bend in the ledge. Though I could ne longer szee him, I pueszed he'd
reached the end of the ledpe, as hiz voice
didn’t zound az strained. “Tou knowhow lazy
they d potten in the last few centuries. They
hate leaving their home at all, if they den't
havete.” I followedhis voice az I clung tothe
mountain, inching my way along thiz slender
ledpe and praying I wouldnt be curious
enough tolook down.

“And” he went on, “as you know, they
cnly chose Liabe for their home because it
moves actos: the entire world, esery day”

“Well, how would that help them come
take alock at our meuntain® I asked, finally
clearing the last curve of the ledge and seeing
the wider platferm my guide was standing on.
tried to get my mind off My curiosity got the better of me. I looked

the abyssal drop. dowm. [ pulped. I triedto get mymind off the

abyszzal drop that awaitedmy nextinewvitable

migstep. I locked back at the ledge. My guide stood, grinning, on what locked

from my position like wery solid ground. I elenchedmyteeth, then triedtorelax.
Itriedto get him talking again.

“Wouldn't they have to wait till whenewer Liabo waz suppozedto be abowe it
andlock atit then™

“Oh, what do you know? They'te gods. They know the moon mowes. They

I fooked down. I puiped.

even know why. They know how to make it mowve where they want, and when”

I supposedthat made sense. For a brief moment, I fought theurge to beg the
gods whe couldmeve moons where they willedto come get me off thizledge, but
I was almost to the safety of the platferm. "So what did they de? They just brought
Liaboaroundandhad aleck™

“Exactly that”™ He took myhand andled me towar dz a trellis where a small
cab wazwaiting. I'dbarelyhadtime te notice a small poel aleng side of a stream
thathadbeen dammed, sending the water awayfrom the pool and over apaddle
wheel, when he nudged me into the cab. A mement later he waz in the cab too,
andwith alurch we were mowving up the side of the mountain. As I locked out the
windows of the wooden cab we rodein, I couldn’t help noticing that the trellis
beneath us didn’t leck terribly stur dy.

“Andthey decidedthe mountain belenged on the ground, instead™ I asked,
finding myself with something newtoneed distracting from.

“Well, no,” he said, smiling cruelly as a rock bouncing off the top of the cab
kneckedus partly off balanee and partly off the trelliz as well. "Here, just lean this
wayfor awhile, till another rock comes along. They almest always strike each side
in turns” The word “almest” brought a hump to my throat.

“Mo, the gods were rather busy admiring the view. It's a lovely mountain,
really, especially if you're not trying to climb it” With a loud boom, a second

(Conénued onpare 18]

Silpansong's lament
by Silansong [ kadySaphiyre

I waz off fighting kebolds one bold
bright morning

When a one-eyed giantman— giving
1o Warnig

Fushed up behind, stole my still
lirnping quarry

iI'll begrudge you the details, the slash
waz quite gory;

Diced that kob, nicked my shirt (now
it'z well beyond darning).

He wraz twelwe toot tall if he were an
inch
Would flatten me—truly—if he gawe

me a pinch
And hiz ape bespoke yearz of
experience tilled

If he were more my size, I'd hawve
admiredhiz build
Az it was, hiz fine neck I desired to

lynch.

Said I, “Diear zir, tiz conzidered rude
in these realmsl”

He locked me cnee over and tipped
me hizhelm

Said “A stripling like you sheould go
learn sorme manners,

Ee happy I'm net taking your hide to
the tanner ="

And he dizappeared with my kob
through the elms.

I cleared my throat once, twice, then
thrice

Shouted, “In any caze, it sure wasm't
nice

A warrior like yourself more than
twice my dze

And experienced zo, and with streng
farnily ties”

A woice from the trees growled, “Tou
wanna get sliced?™

I blanched andl shivered but I stoad
my ground
Hiz wras the only other soul around

(Conénued onpege 10]
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Che Chings Chey Carried

By Red=zig Zigmarphous

f you are still young, then you
really den’t have to worry
about running cut of spaceto
keep all your possessionz. But onee
wou start wandering out of town and
into the forests, trailz, and ecawves that
make up the wilds of Elanthia, you
realize that you will quickly find
yourzelf running back to town ewvery
fewminutes unleading all the speils of
yvour hunting. If you want to make
yvour hunting mere efficient, you hawe
tomakeuze of some of these hints.

Decide If Skinning Is
Worthwhile

Tou may wonder why some people
don’t skin ewverything that they kill

The reazon for thiz iz becauze while a

grnome scalp can get you about 30
silwers, it wouldn't beworth it if you
find yourzelf trving to take enough of
them out of your backpack so you can
fit the chestz and trunks you find. In
the worst case scenario, you might find

yourzell deing the skinning shuffle:
getting those cheap poods out of your
pack and stuffing thereal poodsin, all
while being susceptible to the beast
that findz you with your hands full.

There are exceptions to this, as
when you are fighting gnomes in the
well or rats in the catacombs More
often than net, you will find that the
sealps and pelts will be more waluable
than the war hammerz and wooden
shields that the pnomes carry. Another
reazen for this exception is that you
don’t hawe to travel far to zell all your
skinz, as Dakriz iz only a fewminutes’
walk away.

Make Sure You Take Only
What You Need

Before you po out for some serious
hunting, make sure that you haven't
forpotten to sell everything that you
wanted to. Carrying around a half
eaten ambrominas leaf or a few kobold

sking won't make you happy when you
run ocut of room for your sapphires.
Try to wear a backpack, a sack, anda
pouch. Tou want to have as many
places az possible to store your wares.
If you have zome things that you just
can't part with, the lockers in Moot
Hall provide the mest security for a
nominal fee.

Another thing that can save space
iz the “hag-and-drag” technique I
hawe zeen this technique used most
often in the pnome mines. Tou start by
finding an emptytrunk, chest, coffer,
ete. Tou ean usually find them around
Land 'z End Eoad andthe East Tower.
If you do take one from the tower,
make sure that it is empty and that it
deesn’t beleng te anyone. Then you
take it to wherever you want to hunt.
When you find a suitable spot, drop
your trunk and raise your shield
When you kill a critter, place its

treasures inzide the trunk. Then drep
your shield and DEAC the trunk in

whatever direction you want to ge.
When youfind another beast, quickly
raize your shield and fight again
When you do fill your trunk, go to
Stance Defensive, pick up your trunk
and go to town.

Get the Aid of Magic

Have you ever seen a disk floating
around? Well, that iz like a fleating
trunk, keeping your hands totallyfree
of your goods The spell for creating
such a disk iz rather high, zo if you
want tefind ene, I suppest going to an
accommedating lady.
Remember to request them politely,
andto express your gratinide properly.
Alsoremember that such dizks arenet
permanent, o be sure to ermpty your
dizk it you are leaving Elanthia for
sorne period of time. And loose items
like dizks and trunks on the ground
will tendto poef after erashes andmay
be difficult er impessible toreplace.

lord o1

Perhaps the most uzseful itern that
wou can use to solve all your walking
needs iz a pold ring. [ hear that the
alchemist sells them for around G000
silwers, but I am not sure becansze I
hawe newer bought from him. You can
sometimes find themn being zeold in
towm square or over the amulet net, zo
keep your eyes open. Keep your
pockets open too, because the street
value of a ring ean jump anywhere
from 4000 to ower 6500 if there are a
few people interested. I think that
around 5000 iz the base price, andthat
anything under iz a good deal Do
beware of counterfeit rings or rogues

If vou buy a fransport ving
on the sireef, make sure it's
the penuine article,

and other riff raff trying to deceive
vou. If you buy a transpeort ring on the
street, make sure it's the genuine
article.

What's so good about these rings?
It'z simple. Just twist that ring on your
finger in a safe place, then go out and
hunt. When you find your handsfull,
just take off the ring and put it back
on. Then zoom! Teou are instantly
transpertedback to where you turned
that ring. Take it off and putit back on
apain, and poof, you're back in the
thick of it. This iz also helptul it you
find yourszelf owerwhelmed and
bleeding from battle. Just remember
to reset the ring with a quick tum or
youmightfind yourzelf surreunded

I hope you take some of these
hintz to heart and wish you happy
huntingl 4
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Driving A Hard Bargain: A Haggling €xchange With CTykel

By Donooon Gratus

b o

fter pushing my way through
& 3 the etemally busy town
£ zquare for what seems like
fiwe minutes, I enter the dirty wooden
shop of Tykel the Weaponsmith. As
ugual, it iz busy, and it takes a while
until he notices me and sticks a
catalopue under my nese I flip
through the pagesfor a bit, and decide
on buying a broadsword. The sword
isn't for me, as [ have mytrusty High
Seimitar that I would newver replace
until it has splintered under an
enemy ¢ blow. Rather I am spending
my sgilver on the aferementioned
broadswordfer afriend ef mine He's
new in  Wehnimer's
Landing, but hiz clan has
been a good friend of my
family for ower three
penerations.
Unfortunately, en his
first day he sucommnbedto
athief’s slyhand and was
picked of a good deal of
silwerz. He looked to me
for help, having nearlyne
silwer  left, he
needed only a weapon to
complete his raiment. I

gladly obliged and now

IMore

“Thiz swordlockstobemade of a
soft metal, these type scar and break
eagily. [ will not pay any higher than
240forit,” Iteply

“What? Donovon, why do you
deubt my craftsmanship so? This is
made of enly the strongest irens and
steels. Bee how stur dyitis? Surely you
cannot infliet any lesz than a zerious
woundwith thizl 266 silwers”

“Mo lesz than a seriousz wound?

Lock atitz edges! They're smooth and
dull, its thrusting tip rounded and
blunt. I would be lucky to pierce the
skin of a kobold! 245 zlwers”

“Gurely you're joking! I have not

not have an eye for fine weaponry.
Why, I put my sweat and bleod inte
thizl Tou must appreciate my skilled
work 860 zilverz”

I waz beginning to feel at alossfor
ideas. There had te be something else
I could bicker with him about. “Lock
atthehandle,” I say, "itsridges are too
deep and cloze topether. When uszed
enough times without glowes it will cut
one s palm skin away. 258 alvers”

“Doneven, you are an honerahle
elf, but you are now babbling. What
vou say makes no sense. Let uz finish
our zale and have done with it. I'll be
generous: 258 gilvers”

[ waz in the corner,
myreputation and silver
on the line I did hawve
one thouzand zilverz in
the bank, but sinee my
friend wras waiting in
town square, [ decidedto
get it ower with.

“Tykel,” I zay. "Tou
are az honorable a perzon
az I, and you should
Eneow [ am low on silver
andinneed of a weapon.
Let usz zettle on 253
silwers, afair price”

find myszelf standing in
the hot, crowded arms
shop waiting to be waited
on. Ewentually Tykel

Why do vou doubt my eraftsmanship sof... Truly vou must
nof have an eve for fine weaponry. Why, I put my sweat
and biood into this/ You must appreciate my skiffed work.

BEET

“Tykel, you are heing
malicions. MNeot a silwer
ower 2537

walks over tome, wearing
hizuzual phony, warm smile, the anile
that he uzes to seduce you into buying
mindlessly.

“Gan I help you, Donoven?™ he
askz me. I query him about
broadswords, and wateh as he uns
into the store room, returning again
with a sword

BT silverz andit’s yours” I lock
at the sword suspiciously. [, being low
on zilvers at the titne myself, decideto
try to pet the lowest price for it I
possibly can.

geen such a sharp sword in my lifel
Why, even steel golems would cower
before thiz beautyl 263 silvers”

“Tou are exaggerating”

"True, but the zword iz
unmatched apainst most  living
opponents.”

“Itz  blade iz twisted and
maltormed. I could newer accept one
that would not fit eazily into my
sheath. What would others say when
they notice my poor judgment? 249
silwers”

“Pleaze, Donoven. Truly you must

"B EE last offer”

“Tykel, pleazel”

“Last offer. 255 silwvers or just
forgetit”

I sigh and pive him the desired
ameount. He gring happily and hands
trne the broadsword. I ned athirm and
walk out the deor. My friend thanks
mefor the swordand sayzhe will pay
me for it when he hasz the funds I
decline hiz effer, theugh. He iz a
friend, and I shall newver charge those
Iam allyto.

(Condnued onpoge?)
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A Haed Batpain condnued fiompage )

Though sometimes frustrating,
happling with a merchant can be afun
and rewarding aspect of shopping in
Wehnimer's Landing. All the shep
keepers are honest and trustworthy
people, and you must notforget that.
Semetimes pay them the full ameount,
if you hawe the finances It will be
warmly grested 4

Al the shop keepersof
Wehnimer's Landing are honest
and trustworthy. Cffer them the

full amount, if you have the
finances. The gesture wilf pay off
in the Jong run and vou wilf be
well freated.

A Cornucopia of
Pelpiul Hints

by Vandor Fennara

TE-.- hile trawveling through the
E a world of Elanthia, one comes
acrosz a pood deal of
information andleszonz learned (even
if one iz a youngster, such as yours

truly whois in hiz first year of training
at the time of this writing). Most rely
on Lordsz and Ladies for hints of the
day, but we youngsters can he
resourceful too. We not only learn
frem ocur own experiences, but the
ones of others aswell, bethey dead or

alive. The rather eclectic list of hints
that f ollowss hawe

——
For
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been  pleaned
from a wide
range of reliable
annd lesz than
reliable zources,
for your perusal,
edification and
education.

1. Hint fer
sorne beginners:
If you take on
the role of a
warrior or of a
ranger, [ wery
strongly supgest
getting a two
handed
and training in
edped weapons.
These  hlades,
altheugh plain,
will cause a pood
deal of damage.
¢,  Hint for
bepinners: Some
of you might
want te try to
aequire the
Cemon Blade or
the Sash of the
Rizing Phoeniz
by wyear 1. Mo
way, no chaneel

sword

However, it you still want to avail
vourself of lots of iterms at an early age,
wou can try this methodrecormmended
to me by a young warrier whe seemed
to be suffering from repeated, severe
headwounds.

Buy yourseld the best shield you
can pessiby afferd. At this time you
will probably have wood. Then go to
the northwestern gate in Wehnirmer's.
Hold the shield in your left hand and
heldthe highest pluz weapen you ean
wield and afferdin theright hand. Ee
zure to go Stance Defensive. Nows, go
running through the forest like a
maniac, yelling, sereaming, and
grabhing stuff az you go aleng, by
wearing the shield to free your left
hand, andremewing it each time you
put something aawy. (A map will be
beneticial here) The tweo handz full
and defensive stance sheould protect
vouirom most of the creatures.

If you are lucky, you can get some
pretty cool stuff thiz way. There are
several veryimpertant cautions to this
methodthough. Donet trythiz unless
wou hawe a decent ameount of hit
points. Dormake sure that you are not
grabbing things randomly off the
ground that beleng to anyone elze
hunting there. If you are unsure, stop
long encugh to ask politely before
grabbing. Thiz manner of treasure
seeking is net enderzed by any Lord,
Lady, or any sane persen. 5till, in
between nursing hiz head wounds, my
wrarrior friend elaimedit works, (With
eredit to the departed Redwym.)

3. Hint for beginners: Use all the
gilver and wealth you can spare for
buying deeds. The poddess of Elanthia
will rezurrect you when you die if you
have a deed (or two if you die from
losing all your spirit points).

Deeds can be purchaged (oh my,
we couldn’t be paying the goddeszfor
our lives, couldwe?}in the temple. Co
to the temple and preceed through the
black arch. Thereis the tapestryroom.
Onee past thiz peint, you are in the
right spot for deeds. Howewver, since

(Contnued svpege 22 )
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Che King's Creasure

by Karye Pezdrogon

hou art a nitwit” sereamed the beleaguered mage.
“You are doubtless the most idiotie, ore-brained
M sorcerer this poor town has ever seenl”

“What dd I do s time® By Lorminstra, you cannot be
made happy, |y-Lin!" retorted his counterpart By thistime
the screaming had reached a furious pitch, and only the
massive battle axe of the group’s warrier leader shoved
hetween the two could bring the ongoing verbal war to a
very quick end

“I¥-Linl Tumar! You two have
bickered since we left the town
gatez. “Jy-Lin, did youreally need
touse Touch of Disruption on that
kobeld?™ “Well, I'm not the one
who thought I eould beat the
koboldto death with my shield!’
By the gods, | have never seen two
spellcasters so ready to settle
their differences with fistsl” Hiz
harzh and sarcastic tone of wvoice
in re-enacting the scenes already
put on dizplay by the two silenced
them encugh so that all that was
said was a barely audible “Sorry,
Anthris” from them beth.

“Boys, boys, shouldn’t webe
thinking more about our journey
than the fact that a kobold arm
was sent flying inte my face and
gave me a bloodynose™ pipedup
a young lady standing behind the

The warrior leader shouted, “fy-Lin!
Tumar! You two have been bickering since

we left the fown gates!”

more of thoss greater ores around serving as lookouts.
Allirin, keep those protective spellsup sowewen't haveto
worry about wasting time with resurrections”

“Consider it done,” saidthe deric.

“all right, let’s go. Tumar, Jy-Lin, keep those wan ds
within reach. We don't know what we're going to findinzide
that cave Andtrytokeep the Touch of Disruption spells to
a minimum, we don’t need an ore head flying past some
guards. Even orcs will figure out something s not quite right
when that happens™

“Okay, okay,” muttered Tumar, “but I still say they're
just a bunch of slobbering twits who would pick up that

flying orc head you speak of, or any nearby head, and play

patch with it”

The group followed Elyssato
the cave entrance with
surprisingly few enemy
encounters, and these were only
with a couple of hobgoblinz anda
kobold that had wandered off
their paths The dusk sky threw
long, dark shadows alomg the
ground and illuminated the land
with areddizsh gluw.

The mouth of the cave looked
renacing as the shadows revealed
nothing within the deep interior
“Light the torch, Anthris, and
let’s... Jy-Lin!l  Tumar! Stop
showving each other! May
Lorminstra help us if you twe
chould start arguing with wands in
your hands™

“Cive us some credit, Elyzsa”
stated Tumar. “] knowwe fight all

HLEw R

men, while staring intently at

Turnar. Then, switching her piercing gaze in Jy-Lin's
direction, she said, “Or that a thirty-year-cld wizard can't
help me open the chests we find because he's been too busy
flirting with women to learn Lockdore, something he should
have pickedup alot less than ten yearsinto his training?

“Well, exouse mel” retorted Jy-Lin. “I ean’t help it if I'm
outgeoingl”

“Yeah, Elysza, and besides, I've gotten loads of
experience from bringing him back everytime a Ladytakes
exception to his remarks,” said the group’s last member, a
cleric, with a chuckle.

Elyssa smiled andreplied, “Well, maybe that's not such
a bad thing after all” She regained her composure and
continued, “Now, getting back te our azsgnment. The maps
the King’s men gave us showthat the orcleader’s hideout is
nearby. We have to be careful, since there will probablybe

= the time, but | know I wouldn't
zap my twin brother with a wand. Andhe wouldn't dothat
torme. Right, Jy-Lin™

“We do not fight all the time! What are you talking
about™” A slap in the head from Anthris’ large hand ended
another potential argument between the “Bickering
Brothers”. Jy-Lin rubbed his sore head and stared at the
ground, while Tumar silentlyfingered a metal wand

Allirin said, “They're both quiet? Enjoy it while it lasts,
folks. It's the first time in thirty years they were both silent
at the same time, and it may be another thirty before it
happens again” Everyone snickered and giggled at the
remark, andit dissipated the tension that hadbeen quietly
building in them all the eleser they got to the cave entrance.
But looking deep into the shadows, the same feeling of
dread appeared on each of their faces, and fear gnawed at
their very souls. Asif they were about toface Death itself
{Condnuad onpage 16)
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Weapons Hnd

by Tuguesne Suresfrike

n light of the rizsing inflation
{; of weapon prices, I am
R hoping thiz decurment will
help people make better decisions en
Mozt of the
information in thiz decurment iz based
on dizeussions [ have read and my

buying weapons.

subjective experience in the game.
Some may dizagree with some of my
azsezsments, but they are probably the
zame ones wheo are trying to zell you a
+15 broadsword with ceold ecritz for
&0, 00 zilsrer s,

—

gl

This docurment is mainly directed
towards arms userzs. Wizards and
FOTCETEIS CAITY Weapons, but generally
only care about the beonus of the
weapen. If you den't swing weapons to
kill mensters, then you will still
probably be able these
guidelines if you are a buyer, seller or
collector of exctic weapeons, or just

to uze

curicus abeout “toys”

Hopefully, I will present you with
enough information in this to make
better decisions, and if you dizapres
with some of the assertions, o out and
test your theories and szend me the
results! Iwill probably subrmnit a follow
up to this article with more
infermatien on damapes of specific

weapens. Send your cbzervations to
Deltavee®@AOL com.

Cheir Cnchantments

The bazic characteristics of the
weapons | deal with herein are:

Lramage

Weight
Eonuzto AS
AV

Ambuzh Bonus
Type of Criticals

One thing to remember iz that
weapens may have been altered to
lock like other weapons. For example,
the katana [ hawve hitz like a falchion,
but zomeone else may have a katana
thatis an altered short swor d B e waryl

Damage
The damage a weapon deoesto atarget
iz bazed on the weapon type, and what
arrnor the target iz wearing. The
amount of damage doneto a target is
bazed on hew muech your rell te hit
excesds 100, Weaponz have a separate
Darnape Factor versus each of the five
ditfferent armer types. For example, a
rapier may do almest asmuch damage
to an unarmered opponent as a
broadsword. EBut against someone
wearing plate mail, a rapier will do
very poor damage relative to the
broadswoeord

This, in my opinion, is the greatest
key tounderstanding weapons. If you
are actually poing to swing a weapen in
combat, you need te find a weapen
where a significant ameount of the
swing iz translated to damape The
tricky thing iz that there are many
“disguized weapons” These are
weapeons that have really cool names,
but are actually nermal weapons in
dispuize. Tour friendmayhawe a saber
that always does wery pood damage.
Then when you buy a saber, it deoes
poor damage. That’s becausze one
zaber could really be hitting az a
falchion andthe other could be hitting
4z a rapier.

The way to discover what these
weapons 1eally are is to pay attention
to the AVD. If you usge the weapon
versus a couple different armer types,
vou shouldbe able to findthe weapen
it reallymatches.

Eelow iz the what [ eall the baze
weapon list. If you have a weapon that
izn’t on thizs list, odds are that it iz a
“disguizedweapon” I have attempted
to sort thizslist by weapon damnage.

War Mattock = Two-handed

¢ -Handed Sword = Two-handed
Flail = Twe-handed

Morning Star = Elunt

Falchion = Edged
Ercadsweord= Edged

Halberd = Pele Arm

Hand Aze = Edged

War Hammer = Blunt

Mace = BElunt

Those are the top damaging
weapons. Eelow I have listed the
weapens that I have found that de
relatively poor damage.

Staff = Two-Handed
Short sword = Edged
Seimitar = Edged
Whip = Elunt

Cudgel = Elunt

Main Gauche = Edged
Dagger = Edged
Fapier = Edged

Here iz a list of zome of the
disguizes I hawe seen, although this
deesn't mean youweon't finda katana
that’s really a short sword. Always
check the weapons before you buy, or
elze you windup taking your chances.

Katanaz (falchicnz)
Khopesh (broadswor d)
Slerie “Blades” (broadawor ds)

[ Condrued onpare 12 |
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(Larend, condnuad frompare 4)

(Azsurning, of course the kob’s soul
had departed

Ifithad one at all—but, new, demn't get
trne started)

And I, yapping at hiz heels like some
mistreated hound

“Tiz the prineipal, sir, which I am
defending

My quarryis stolen —my shirt beyond
mendingl”

He drew his sword (which wasz taller
than me)

And I drew my falchion, =till net
willing totlee.

He whispered,
silvers—hawe fun in

spending”

“Here's =ome

their

“It had semething I needed—now
leawve me alone!

Ereathe one word of this, I'll he
erushing yeur benes!”

I stood andl stared and I turned with
a cough,

Herewaza glantrnan paying e off!

EeforeI could exhale, myforhmehad
FT CIWL.

We all hawve our foibles, we each have
our faults,

Skeletonzin clozets, vices in waults.

I admit new te being stubbern and
proud,

Whiny, indignant, quite stupid and
loud

Cnee 1 pot started, why couldn't I
halt?

“Take your darn silversl” (can't beliewe
that I zaidit

My language was worze, but was teldl
must edit).

The giantman stopped somewhere in
mid-ztride

And dinner plates weren't half as wide
az hiz eyes.

“Tou stupid old manl™ said I "Yeu just
don’t get itl”

“AWhat?I” He exclaimed az stearn rose

from hizs ears,

“To aequire that wealth would have
taken you yearsl”

With a twist of hiz wrist and an oft-
practicedflair,

Ilocked dowm andmy{alchion waz ne
longer there.

Oh, it sure took awhile, but I finally

Enewfear!

I tried to keep calm, but it was just too
late, darnit.

“Thiz iz the end of the line for you,
varrmintl

Say your prayers, little one, I'll not
anger your god”

Solknelt and I cried—press’dmyface
in the zod,

When my teary eye fell on an

almendine garnet.

Without even a thought I roze and I
threwit.

I weould never be able to zay that I
knewrit

Would have the effect that it did en
that day.

I zawr a white, brilliant light, felt the
ground give way

So I clozed my eyes, wishing that I
could sink through it.

When [ opened my eyes, I started to
WEE],

In place of the giant stood a small
bleating sheep!

It was tethered to the place the piant
had heen

Though he, thank the gods, waz not to
be zeen.

I surelywasz dead, or elsefast asleep.

I searched, but the giant waz nowhere
nearby

And I notieed that the sheep waz also
IMizsing an eye.

I coneluded that the keb wheose death
waz o tragic

Had happened upon a gem of great
rmagic

Cloaked az an almendine garnet—how

zlyl

8o, that must have been what the piant
waz after!

(I could zee why he considered the
itern worth slaughter )

The wery kobold and gern which began
thiz strife

Were, irenically, the same which had
savedme mylifel

(Thank the god:—if you listen, you
can make out their langhter!)

The sheep stared me dowm (with its
one eye blue)

I eouldtell thatit wantedto bite mein
o,

It gave quite a struggle az I stuffed hirm
in my sack

ithe whele time I fearing that he
would change backl)

Soltheughtitbest hizlife to unde.

Itan sofast I thought mylungs might
burst,

Made it back te towm—quickly
quenchedmy thirst.

Then off to the butcher’s where the
giant lamb wraz zlain.

Eought a round at the pub just so I
could proclaim,

“He was bad as a giant but now he's
the worstl”

Azfer the parnet, I truly despair

Thatin my haste, I justleft it there.

Some wandering kobold has found it,
no doubt

And, liking shiny things, ecarries it
about.

If you find that rare pemstone,
remember —andbewarel 4
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[Weapons, condnued frompage 3]
Cutlazs (zoimitar)
Sabers (zeirnitar)

iladiuz (short swer d)

Wei glt

WWeapons have diff erent weights based
on the weapen type modified by the
material Mozt falchion: and
broadswer dz I hawe seen weigh about
fiwe pounds. Mein andlaen equipment
will be much heavier, weighing in at
around 15 peunds The heavier the
weapon, the more problems you may
havwe with your RT going up. Toumay
be able to avoid the RT penalty for
heavy weaponsif you are very strong.

Bonus to AS

The bonus a weapon gives your AS iz
bazed simply on how much the
weapeon haz been enchanted. Magical
materialz act like enchantments.

Steel = No bonus

Mithril = +5 (1¥ enchanted)
Ora/Eog = +10 (2X enchanted)
Imflazs/Tthlos: = +12
Mein/Glaes/Laen = +15 (3X enchted)
Vultite/Shaalk = +20 (43X enchanted)
Eonake/lorake = +20 (Sanctfied)
Relaren = +20 ("improved waltite)
Krodera/Kregora = 425

There are said to be magical
metals that are even meore powerful
than theose [ have listed. They are not
listed because I do net have any hard
information abeut them.

MNeote that weapons may be
enchanted teore than the hasie
material bonus You may see or hear
about a 5X enchanted mithril weapon.
That means the weapon iz +25 abowe
itz baze +5 The metalz have different
weight and strength qualities as well.
The most irportant cnes to 1 emember
are: imflazz iz the lightest, and mein iz
the heaviest and strongest.

AYD

Weapons have a different bonus
versus each armeor type. It's calledthe
“Attack werses Defense” modifier. [tiz

expressed as a flat number to the
weapons bonus to your AS. From what
I hawe szeen, thiz number can he
ignored. Some pecple zeem to think
that because a rapier getz a +45AVD
apainst targets in no arrmoer, thatit's a
worthwhile weapeon. [ dizagree.

A broadswor dwill get +38 apainst
targetz in ne armer, but the extra
damage you do iz substantial So the
best adwvice iz to
mestly ignere the
AVD. The onlyuse
I have zeen for itis
to fipure out what a
specific weapon of
some  unknowm
properties hits as.
If you pick up an
Elwven Longswrord,
swing at amarmet and get a +36 AVD,
oddz areitiz abroadswerd

The only other time you’ dlock at
AVD iz on attacks directed at you. But
that iz nseful for checking out your
arner, not useful feor weapons.

I haven't really experimented
much with ambuzh bonus, buat it
seems ag if the smaller the weapon,
then the preater chanee in hitting the
spot you are aiming for. It seems to be
of little consequence, though, since all
the well-trained ambuzherz [ know do
just fine with broadswer d=.

Type of Criticals

Mozt Wedpons have one or two
different types of eritical hits
Broadswoerds do glash and puneture
eriticals, maces do crushing eriticals.
Most weapon erits seemed to he
balanced; the additional damage and
wounds seem to be about even. [ hawe
zeenl cIeatures immune to certain
types of critz. Specifically, some
undead seern to ignere damage from
weapens that de punetures. This iz
another reason that falchions are
favered sincethey don't do puncture
eritz, only slash and erush.

Criticals little
deseriptions of damage you get at the
bottom of your attackresult. They are
the things that actually give you

are the cute

wounds az oppesed to just taking
Health Peints.

There are 10 or so Crit ranks,
going from Ote 9 A Rank Oeritiz a
“fluff” erit and dees not umallyleave a
mark (unlesz you den't have any armer
in the location; but that’s another
subjeet). Rank 9 crits are the nastiest
and ean rmean instant  death,
depending on the location hit.

Criticals are based entirely on the
amnount of health darnage your attack
didto the target. The interesting thing
about critzis that they add additional
health damage to the hit. That iz why
when attacking the same target with
the same armor and petting the same
roll, youmayfind your damage to vary
becauze you hit a diff erent location.

Generally, locations like arms and
hands will not add very much damage.
Chest, back and abs add the mest
additional damage. [ don’t hawe the
exact break dewn, but the progression
iz something like this:

1-5hps Rank 0 Mo extra damage

B-10 Rankl 1-10extrahps
11-15 - Rankg E-1K

1620  Rank 3 10-20

¢1£E Rank4 15-2&

06.30 Rank & 20-30

31-35 Rank6 BE.ZE

36-40  Rank T 30-40

41-45 HRank 8 3E5-45

46+ Rank @ 40-T5+

The above table iz based purely on
my limited personal experience, andis
meant net as a scientific puide. but to
give a generalidea,

{Conénued onpege 13]
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Magic Enhancements
With the basics out of the way, we can
move on to the more inter esting
aspects of weapon lore. There exist
certain qualities that may net be
present in the items bought in the
weapen shop, but must be found or
acquiredfrom a merchant. Fortunate
indeedis the adwventurer wheofindz an
exotic weapon or a willing merchant.
The different properties I have
seen addedto weapons are:

Elemental Flares
Damage Weighting
Critical Weighting
Permanent Blessing
Sanctified
Defenders

Flemental Flares

Thesze zeem to be the biggest area of
confuzion. ¥What elemental flares
accomplizh iz that periodically, when
you score a hit with a weapon, the
weapeon will “flare” with a elemental
effect and do extra damage.

Most weapeons, howeser, only do a
small amount of damage on these
flares. Most of the weapeons I have
geen that dothiz can be expectedto do
an additional &to 15 peints of damage
one out of ewery 10 swings.

In My eXperience, Weapons with
elermnental flares are not worth much
mere than a similar nermal weapeon. If
vou want to check it out for yourself,
find a drake weapen and experiment
with it.

The one exception to the flares is
weapons that are “Ebladed” Spell 411
can only be cast on a normal weapon
and makes the weapon +20 and gives
it elemental tlares. Howewer, the flares
that eblade doez are considerably
better than the permanent ones found
in weapons. Expect an additional 20-
S0 pointz every one out of 10 SWANEE.

The different types of flarez [ hawe
SEE11IN Y eXperience seem to be VETY
simnilar. But people definitely seem to
prefer some types of flares above

others, andnaturally that weould affect

price and desirability of the weapon.

In descending order, these are
preferredflares:

Electrical/Lightning

Fire

Vibration (also called earth crits)
Cold

Damage Weighting

Damage weighting iz much less
apparent when using a weapon than
are elemental flares, unless you are
very familiar with the ameunt of
damage a weapon does. Darnage
weighting comesin diff erent levels of
effect and inecreazes the ameount of
damage done. Howewver, it doesn't
increaze the level of the crit.

For example, let's say you have a
neorinal falehion. You swing and deo 30
points of damage. Accor ding to mmy crit
chart, that weould be a rank & erit
Maybe youwould gash the arm of your
target. If that weapon had +20 werth
of damage weighting, you would do 50
points of damage, but your crit would
still be a rank & ecrit baszed on the
original 30 seored

What thiz means iz, if you are uzed
to taking out ereatures on health
damage alone, the damage weighting
will help you Tou will do mere
damage with every hit. If you are just
uzing “Ambush Treoll Neck™ and going
for the one shot kills, damape
weighting won't really help. For that,
you want eritical weighting.

Critical Weighting

Critical weighting en weapens can alzo
be hard to figure out. It has a similar
effect to damape weighting, except it
increazes the rank of the crit without
inereasing the actual damage dene.

For example, you swing your
nermal falehion and secore 30 peints of
damage. Az we have seen on my crit
rank chart, thatiz a rank E erit. If that
weapon had 420 woerth of erit
weighting, the eritical result wouldbe
az if you hadreally deone 50 peoints of

(Conérued onpore 14)
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damage. Which would be a Kank &
erit. Boom! Tou hit and did enly 30
peints of damage, but you may have
severed an arm.

Most weapons with serrated,
jagged, wicked, or other types of
dezeriptive text have crit weighting.

I have found ne way of actually
figuring out the level of damage or crit
weighting an itemn has. There iz a
location in the pame where you can
check weapons for the different
weightings (findit yerself!) andbards
can also check for damapge and erit
weighting. But I haven't foundhowto
tell the level of the critical weighting.
Experimmentation iz the one methodI
havereliedupeon sofar.

#Alzo, there are a couple of
liabilities te damage and crit
weighting. Oneisthat the weapon can
no longer be bleszed, either by Voln,
pure potion or regular bless. Two, is
that weapons can’t be enchantedby a
player after they have been weighted.
Thres, a weapon cannot he both
damage and erit weighted. It's one or
the other.

Permabless

Permablesz weapons are exceedingly
rare and EXpEnzive. E:-:pect to pay in
the millions for these if you can find
themn. These are weapons that are
permanently bleszedfor ewveryone.

Sanctified

A sanctified weapon iz a weapon that
iz permanently bleszed, but onlyin the
hands of a cleric. Another profession
may uge the weapon but it will only be
permablessed for clerics. Weapons of
thiztype arereally only werth mere te
cleries, but since cleries keep everyone
aliwe, I would say to make clerics
happy and let thermn get these weapons
for areazonahble ameount.

Drefenders

Defending iz a truly nifty weapen
enchantrment. It zeemn: to be mest
ugetul for wizards What defending
means is that some of the weapon’s
bonus always adds te your DS vs

physical attacks. Soif you havea +15
AS/+1E DS defender, even if you are
in Stanee Cffensive you will have the
benefit of +15 meore D5, In Stance
Defensive you will gain the full +30te
your D5, Az an armsuser though, this
doesn’t zeemn wery useful If I am going

topayfor a +30weapeon, [ want tobe
able to swritch to Stance Offensive and

hit with the full +30.

But az a wizard, I would really
want a tull defender with all of the
bonuz in DS szo that when [ switched
to full effense and threw a firebeolt I
wouldhawve all of the bormiz in DS,

Pricing Considerations
With that zaid, below are listed zome
thoughtsz on how the abowe qualities

Permabless weapons are
exceedingly rare. Expect fo pay
in the miffions if you find them.

influence price. Obwiously, a weapomn's
worth iz whatever someone will pay
vou for it. The prices below are a
reflection of my opinion of the relative
worth and priee inecreazes among
enchantments.

+5 10,000 zilver s

+100 15,000 zilver s

+12 30,000 zilver s

+18 20,000 zilver s

+E0 GO 000 zilver s

+25 8 B0 Q00+ silvers

+30 B0, 000+ slwer 2

Weight
Lightenedweapons are always worth
mere than an equivalent nermal or

heavy weapon.

Base Weapon Type

The baze weapon type haslittle effect
on the price unless it'z a limited use
weapon like a rapier or dapger.
Weapons that are not availablein the
weapeon sheop also go for a bit mere.
Falchions, katanaz and :zickles are
examples of thizs. In most cazes though,
there will be little price difference
between a +30 hand axe and a +30
broadsword. Falchions will alzo pofar
mere because they are perceived to be
the best edgedweapon.

“Cool” Weapons

Feelfree to pay whatewer you want for
a weapen with a deszcription you like.
It's nice to reward the creativity of
whoever designedit.

Bastard Swords

Eastard swords are weaponszthat can
be uze one-handed or two-handed.
With zome recent changes in the way
two-handed weapons are used to
parry, these hawe jumped in price. A
non-enchanted bastard sweord would
probably be worth at least 50,000
gilwers. The price elimbz dramatieally
as the bonus goes up. I'd pay 450,000
silversfor a +20 bastard swer d

Elemental Crits

I would price these about 40,000
silvers abowe a weapon of similar
enchantrment. Of eourze, [ would
never paythat much; Ifindthe crits to
be of little walue.

%o, a +1E8 breadsword with cold
critz would be about 30,000 for the
broadsweord and anether 40,000 for
the crits, for a total worth of abeout
TOO00 It's ludierous to me that
sormneone wishing an effective weapen
would pay ewver 100,000 for one of
these. Buy wultite instead! MNow, if
your concern iz a  nice-locking
weapen, then you might want to spend
whatever the market demands.

(Conénued onpoare 15)
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Crit and Damage Weighting

Crit weighting and damage weighting
seem to add monetary value based on
the bonus of the weapon. $o, a +0
weighted falchion might be worth
15,000, a +5 damage weighted might
be worth 25,000, +10 maybe 50,000,
+15120,000 and so on

Defenders

I have gathered no info on as far as
price on these unique and coveted
weapon types. But asthey seem to be
weryrare, expect to pay the total of the
AS and DS bonus plus some

Permahless

Due to the rarity and usefulness of
permanentlyblessed weapons, [ would
reckon their zelling price in the
millions. The only exception might be
undesirable base weapons, such as a
permableszed dagpger.

Non-Magie Weapons with Bonuses
These are something to lock out for,
nen-magic weapons with a bonus to
A3, T have found two weapons now
that were +5 non-magie. What that

means iz that you could eblade them to
be +£5, which iz rather good They
each cost about 30,000,

0Old Names

Old material names will generally go
for more money, but are in all ways
identical to the new names They are
just different names. Personally, I am
too cheap to pay more for a shaalk
weapon when wultite works just as
well

Exotie Combination Weapons

Beware some exotic and attractive-
seeming combosl Some combe
weapons sound very powerful but, in
fact, aren’t very eff ective. If you hawe
the chance, find out how much the
weapon originally cost from the
merchant, That will give you a general
idea, COne specific overpriced weapon
I have zeen iz "2 saw-toothed wultite
gaber” The “saw tooth” penerally
means erit weighted, which it was, but
the baze damage on a saber wasz poor
to begin with. That poor basze
caneelled out the weighting, so there
was ne outstandingly positive net

result. I'd priee that partieular
pormbination at about 80,000,
The Bottom Line

I hnpe yvou have enjoyed my wery
persnnal, very subjective, and wery
unseientifie survey of weapon types
and their innate and transformed
properties. The walues and prices are
based szolely on what I would be

willing to pay, and what I consider
would be of usze to my progress in the
realms: of Elanthia

However, a: we now and
cherizh, each adventurer inthe lands
isunique, and often a special weapon
can contribute much more to your
character than just a bunch of
statistics. Sothe bottom line is this: the
value of each individual weaponisin
the eye of itz beheolder, andof course
in the eye of itz potential seller and
bu}rar. Here's hoping there’s not too
larga of a gap between the former and
the latter next time you decide to go
weapon shopping! 4+

CLANCHIA
BERHOAELD

CKHSSTIFIEDS

This iz your forum for classified
adwertizements and puhhc notices. If
you wish to place an ad in this
department, please contact Jamel
Kaili wvia AOL mail at ERUCEHH or
via Internet mail at BRUCEHH
@AOL GOM. Special rates will :pp]}r
on classifieds, with ads being free of
charge until further notice. Box
numbers are also available at neo
charge for those wishing to remain
dizereet.

PERSONAE NOTIEES

Let's make a deal! Well-travelsd,
EntrEPTEﬂﬁur
zeeking partner for possible life-long
merger. | am tired of life on the
merchant road. Come be my reazon

suceessful but lonely

to zettle dowm. Thiz iz a limited time
offer. EH Box 7.

Not just another pretty facel
Cultured young lady seeks sincere,
sensitive friend for gar den strolls,
moonlight rambles and romantic
outings. Hoping the dzisf stops at
you! He loves me. he loves me
not.. he lowe: me. . he loves me
not.._he loves melll Those with hay
fewer or other allergies need not
respond EH Boz 6

bekP WHIICED

Rewarding opportunities in the
field of journalism await! Authors,
poets, reporters, columnists, artists,
needednow! Earn credit towards free
time in CemStone 111, while earning
the admiration and respect of your
fellow adwenturers. Send submissons
and info requests to Jamel at ACL
Email ERUCEHH, or Internet Email
ERUCEHH®EAOL COM.
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Anthrizlocked at the otherzs. “You
toe™ he asked. They allnodded, their
gazes remaining on the blackness of
the cave Anthriz then noticed
something on the rock wall He
peinted it out to the rogue and said,
“Elyszza, do you knewheowtoreadthis
gibberish?

“It'zin an oldlanguapge, but let me
try.” Elysza paused for a morment,
reflecting en what she had just read.
She then leeked up and said, "I think
I know why we feel like something’s
not right™”

“What doesit say™ demanded Jy-
Lin impatiently.

"It zays, ‘Undead Headquarters.
Enter and perish suddenly. We're
quite mean Heally” Were at the
wrong cavelll” Elyzza calmed dowm
andtoeck the mapsfrom her backpack.
“Here we are,” she zaid, “at the
Undead eawve. Now according to this,
we turn right” Shelooked at the map
while she walked. “One, two, three,
four, five paces, andturn left” Lo and
beheld, another cave was there,

“How do we knowthis iz the right
cave, though?™ quesioned Tumar.

"Easzy,” =aid Allirin. "That sign
next to the entrance says, ‘Crc
Hideout. Watchfor slobber puddles”

Elyzza sighed.. "Well, I puess this
iz the place. Keep wour puard up,
folks. They may be stupid, but these
orcs can crugh a skull rather easily.
Weow, follow me, and do watch for, ul
slobber puddles,” said Elysza.

The group entered the cave two
wide, with Elyssa and Anthris in frent,
J¥-Lin and Turar repeatedly kicking
each other behindthern, and Allirin in
the back, shaking her head at the
stupidity of the mages The twisting
tunnels seemed tolead for miles in all
directions. After about an hour of
walking, the proup found two eores
wandering around a spot where tweo
tunnel: intersected, continucusly
peointing in  warious directions,
seratching their heads, and walking
into each other alet.

Elysza heard the s=ound of
someone being slapped in the head
behind her. 8till staring at the ores,
she seolded, “Cut it out, Jy-Linl The
orecs will hear youl”

“It wasn't me, it was himl”
exclaimed Jy-Lin,

“MePl” pazped Tumar. “Why you
little zon of arolton, your father waz a
kobeld and your mother hadne teeth™

Jw-Lin stared at his brother for a
mement. “Teu're stupid, aren’t you?®
came thereply. "My parents were your
parentstoo, dirmwit!”

Allirin inereasingly
nervous that her protection for the
group weould run out just as the ores
heard the tweo mages fight Then
Anthriz zereamed at the brothers,
“Would you two lnock it off now?! Do
you want the ores to hear you??ll” His
booming voiee caught the attention of
the ores, who began to head towards

hecarne

the party.

“Thanks alot, you big cafl” said an
annoyed Elyssa "Mow theyTe
running, er, walking, um, er,
waddling, well, they're heading owver
herel” Readying her rapier, she saw
Anthris charge and decapitate one of
the nasty creatures with one swift
stroke. The other ore zaw this,
droppedhiz halberd, and sat down.

“What's he deing? Iz he =ad
that waz hiz Iriend™
whizspered Allirin.

“I didn’t think orez ecould have
friends,” muttered Tumar. Mo sooner
did he utter theose words than the
sitting orc began having a grand time
smiling and playing with the loose
head. T puess I was right,” said the
SOTCRTET.

becausze

“Teold ya they would rather play
with it than get mad at the ones whe
did it, Elyssa,” sneered Jy-Lin az he
proceeded dewn the tunnel teo
congratulate Anthris on his elean Kll.

“Ch, I'm so sorry for ever hawving
doubted you, great wizard,” Elysza
cried. “Please forgive me, oh master!
Cet real, Jy-Lin. Just becanse he didit
dossn’t mean they all.. Tumar,

Turnar! Putthat wand away Let's just
leawve the poor ore alone with hiz

ball”™

“Awnw, but I never blewup an ore
beforel C'mon, he's such an easy
target, tool Pleeseease, Elyssa™

“Oh, all right. But just thiz once,”
mutteredthe disgruntledropue.

“All right! Everybody stand clear,”
zaid Turmar. “We don’t want any
accidents like what happened with
that kebeld befere. I really am serry
about that, Elyssa”

“Ch, shutup and pet it over with,”
said Elysza. “All right, everyone
behindthiz wall”

The other four tock their hiding
spotz as the sorecerer stood in the
middle of the intersecting tunnels. He

The proup continued uniil it
reached 2 farge, oak door
imbeddad in the wall

began to speak the mapgic words, and
suddenly a rather large splat was
hear d az pieces of ore flew every which
way. Tumar, feeling rather pleazed
with himzelf, turned around smiling
only to see Elysza standing there
helding alarge erc arm, bleeding from
the nose. Without a word, she walked
over to the speschless sorcerer and
started to thump him ever and owver
with the limh.

After reliewing her anger at the
expenze of alarge welt under Tumar's
left eye and multiple bruises on his
body, she turned and walked dowm the
path without saying a word The
remaining three stood there, first
locking at the dazed Tumar, and then

{Conénued onpege 17)
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Elysza. After watching her go around
the corner, theyall just looked at each
other for about thirty seconds, until
Elysza carmne back around the corner
into view. “We just came from there,”
she zaidin a low woice. After locking at
each person there, she turned towar ds
the tunnel on her left and zaid, “Lair’s
thizway,” and started walking. Anthris
shrupged, andthey allfollowed Elysza
into meore shadows and blackness.

“The ereleader’ s main hall shenld
be cloze by,” said Allirin. “But we've
only seen those two morons miles
back I wonder what's going en.” The
group continued until it reached a
large, oak doecr imbedded in the wall
A slight push on it zent the door into a
huge chamber, around eighty feet high
and siztyfestin diameter. Theylocked
around, but all they saw waz a large
treazure chest.

“Well, thiz iz your specialty,
Elysza. Hawe fun,” said Jy-Lin az he
leaned against a thick greenizh-browm
pole. “This thing feel: like an ore’s
skin,” noted the wizard. Just then, it
raised up about tweo feet and sent Jy-
Linfacefirstinto the pround

“What kind of pole ean lift off the
groundbyitzelf™ asked Anthris tone
onein particular.

“How about that kind™ replied
Allirin, peinting upwards. Standing

there, leg raized, was the biggest orein
history! At least sizty feet tall, and
nearly as wide as the room, the ore
growled and let ite  general
unhappiness be known at being

bothered

“What kind ef sorcery could de
thiz™ zaid a awe-stricken Turnar.

“Ahal” exclaimed Elygza. "T1l bet
thiz is the reazon we never saw any
orcs. Someone must have cast a spell
that melded all of them into one
ereature, probablyto guardthe king's
treazure”

The orec continuedto let out aleng
growl that echoed through the cawefor
miles. Then he reached dowm to grab
the fear-stricken adwenturerz and
crizh them to death.

But on the way dowm.. . whoomp!
The ore’s head made a huge crashing
sonund az it zlammed into the wall
when he bent ower. Determined, it
turned around and attempted it a
second time. Whoomp!.. .the szame
result. Ower and ewer, the monstrosity
tried to get itz hands: on one of the
trespaszzers, but continually hit the
wall with itz head. The party’s fear
slowly subsided inte confusien,
surprize, and finally, a preat deal of
amusement as they watched the
monster z futile attempts to carry out
itz puar d duties.

“Thiz iz, well, pretty funny”
laughed Turmar. “But I think we
should pet the chest out of here before
it figures out it could just lift itz leg and
step on usrather eazily”

“Or lift its leg and drewm us”
chimed in Anthriz. The whole group
shuddered at the thought Elyssa
wandered over tothe chest andtock a
lock at the lock.

“It's pot three locks, each with an
explosive trap. [ might be ableto doit,
with some magical help,” she said, her
gaze foreing Jy-Lin to lock away in
shame. “T drather net try itnew. But
itz pretty heavy. Do you think you can
handleit, Anthris™

Without testing its weight, Anthris
hiked up hiz armer and beoasted, "MNeo

problem! Justlet me pet a good grip on
the handles”™ With a mighty lift, the
giantman lifted it te his chest,
immediately feollowed by a quick
succession of popping sounds.

“Was that your back?l” asked a
concerned Allirin.

“It's nothing,” claimed Anthris,
mustering up the manliest sounding
could
circumstanees. "1 just won't he
bending owver for a while...or deing
anything else, for that matter”

“If you say z0,” said Allirin. And
with that, the party returned home,

leaving the ore hideout with the
treasure andthe mammeoth orewith a

woice  he un der the

mammoth headache Sinee Anthris
was busy earrying the chest andtrying
to hide the wast ameount of pain he had
inflicted en himeself, the tweo spell-
casters were separatedto the front and
back of the group, so as not to cause
anymore trouble Aztheyapproached
the tewm pates, Jy-Lin noticed the
growing amount of winecing heing
dene by the glantman.

“Wow, that looks heavy, Anthris”
zaid the wizard “I bet that means
there’z a bunch of treasureinzsidel”

“Toobadwe don't pet to keep any
of it,” Elyssareminded. “The deal was
we give back the treasure, andreceive
20,000 zsilvers. Wowr, I can't wait to get
my hands on that meney! What'll yeu
dewith your share, Anthris™

“Find...healer,” groaned Anthriz
quietly.

The proup reached the castle to
find a prand reception of three
ministers awaiting ther at the pates.
“Bring it inside,” szaid one of them.
“Let’z pet you paid and out of here”

“Cee, I feel a lot of love here,
den’t ywou™ Tumar whispered to
Allirin.

When they were brought before
the king, Anthriz set dowm, well,
dropped the chest on the floor. The
group all kneeled before the king,
except Anthriz, who smiled weakly.
Eut Hiz Majesty seemed to take no
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notice of it and or dered the money to
be brought forth.

“There you go, folks. 4,000 silver
pieces each, fer a total of 20,000
zilvers. The kingdom appreciates all
vour hardwork. Tou may gonow, and
thank you.”

“Any time, Your Majesty,” said
Elysza with a low curtsey, and the
group turned andleft, happily playing
with their new fortune while helping
Anthris tothe deeor. Just asthey were
about toleawve, a young childbounded

down the west stairs and said, "Daddy
Draddy! Didyou get Fluffy back yet™

“Tes, son, they just got the chest
open,” saidthe king,

“Happy happy joy joy!” shrieked
the young prince as the locksmiths
handed him the treasure the five
adventurers had returned with. They
turned around to zee the child get his
Prize.

“We risked life and limb for..”
started Tumar.

A stuffed relten?ll” finizhed Jy-
Lin. “That’s it, somebody s porma diel”

“Tou'te absolutely right!” zaid an
enraged Tumar. “Cet out your wands,
brother. That kid iz toast!”

“Mo...stop.. . wait.. stop!ll” yelled
Elysza, but tone avail

“What do you want, Elyssa®™
giggled Allirin. “We've always wanted
them to agree on something” 4

Legend of Anangri, Sonya, and Dandis
by Morgann $formerowe

igh on a eentury age there lived a man by the name of Lord Anangri,
eldest zon of the Noble Elven House of Ta' Adrenai, a great warrior who
lived with hiz beautiful ladylove andwife, Sonya. They were soul mates
who hadfound each other earlyin life, and sharedthe kind of lowe that dreams
andballadsz aremade of . But, aziz often the caze, fate turnedher amile awayirom
thiz couple, andthisiz their tale.

Fate zeldom smiles, but when she does,
Count your blessings on the wings of dowves,
For like arose that inspires the heart,

It lastz only a short season then falls apart.

A wrar came to the lands, an invasion to threaten not only the towm but the
whele realm. Hordes of vile beastz poured forth to battle the brave folk of the
land, and Anangri, being the brave leader that he waz and a man of honer, left
Sonya’s side to defend theland andtheir home. Az the war dragped on, Anangri
led hiz men bravely and, because of his walor and strength, the tide of manya
battle was turned

In one of the last, and preatest, battles of thiz war, amid the swirl of melee
Anangri became separated from the other troops. Erawvely he fought, and the
troops tried vainly to reach him, but there were too many of the beasts. The men
zaw hirn fall amidst the hor de az theywere pushed back by the vast numbers that
confrentedthem. A young Lord Dandis, Anangri’s brother whe hadfeught beside
hirn threugheut the war watehing his brother’ s back, wouldnet step trying to get
to hiz brother andhad to be dragged away by the remaining troops te keep him
from the samefate as his brother. When the battle was ower they did zearch for,
but didnet find, the body of Ler d Anangri.

In times of treuble, all must be brawe,

In tirmes of war, Just try to save,

In tirnes of need, you must do your part,
But alwayzremember tofollow your heart.

It waz brawe Dandiz that carriedthe sad news of Anangri'zfate to Sonya. As
you can well iragine Sonya didnot take the news well, in fact she was desastated
by theloss of her lowe. During the fellowing days she began to waste away, as she
wouldnet eat unleszfed, andher will tolive zeemedto have disappeared with her
huzhand

Throughout this ordeal, Dandis stayed by her side, taking care of and
comforting her in her time of meourning. He supported her and gave her a
shoulder to ety on and, in time, he didhelp her to come out of her depreszion. Az
zhe got better, Dandiz did ask of her enly one thing, for her to conzent to behis
wife sothat he might do what hizbrother hadnet, to give her a child of her owm,
andthough reluctant she didagree. She was the light of Dandis’s life, andhe did
love her with all hiz heart, but Senya still carriedher love fer Anangri within her
ewen then She did care for Dandis, but eculd never lowe him as she did his
brother. The two were married, andfeor atime they were content and at peace.
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boulder struck the top of the cab and,
az my guide had predicted, we were
Enocked back inte a more balaneced
position owver the trellis. I irmmediately
tried to throw myszelf to the center of
the cab for fear I would owerbalanee us
tothe other zide.

“Anyway,” he continued,
zeemingly indifferent to our recent
escape from certain death, “the pods
were admiring the view, and one or
two of them hadbepun arguing abeout
what should be done with the
mountain. One said, ‘Bring it up to
Liabo. It s toonice a mountain to leawe
it here on Elanthia’ Another wanted
to justleawe it where it was, ‘since the
mortal: probably think we have
zomething to dowith its being therein
thefirst place, andthey're likely all the
mere awedbecauze of it” Well, pretty
zoon they were all talking at onee, each
trying to
simultanecusly that their idea was the
best” The cab had reached the top of
the trellis now, and we got out, he a
little more steadily than I, I'm afraid.
We were on another wide platform,
but the far side of thiz one was entirely
lest in fog. My guide began walking
into the fog. Eefore he'd taken two
steps, Ilost sight of him.

“We can’t be poing in there. How
will we know when to duck™

“Relaz,” he answered. “We're
practically at the top of the mountain,
or this part anyway. There's har dy any
thing left tefall onuzfrem here” That
didn’t reassure me az: much asz he

convinee the others

might have hoped. If we were that
cloze to the top, then we had that
much farther to fall if we walked the
wrong way in the fog. I looked back
almest fondly at the eab az it rested
wearily at the top of the trelliz bt just
then a boulder fell from somewhere
abowve and verynearly lmecked the cab
entirely off the track. With a shudder,
I turnedtowar ds the wall of fog ahead
of me and tock a few hesitant steps
forward. When I could no longer zee
myhands, I cameto a halt.

“Where are you? my guide called
from somewhere in front of me.

“Herel" I calledback.

“Don'tmove.” | was quite content
to follow this instruetion. The next
minute, a hand flapped onece, twice

single onyz altar for furnishings. He
pointed up. I could see many small
helez in the ceiling abowe us, but
befere I couldbegin tomake out what
pattern they might form, a shaft of
moonlight broke through several of

acIoss  my the tiny
face and openings. [
settled on waz hardly
Iy noze. surprised to
From justin note the
front of me light fell en
I heard his the  altar,
voice. making a

“Bella- kind of star-
donna, iz . wes. like pattern.
that wouf” What  did
For answer SUTprise me
I hit hard though was
hiz finger. the neoize it
“Here,” he made. I had
said, and never heard
he pressed such neoisy

sorne kind

moonlight

of rope inte
my hands
“These just

He took my hand and led me fo a small

cab. He nudged me into it and in moments
we weara furchin T up the mounfain,

befeore.
“What

in Elanthia

and Liabeo iz

zort of grow
along  the
wall up ahead Thiz iz how we get up
therest of the way”

Figuring out what he wanted me
to dowith the rope took even les: time
than deing it, and in minutes [ was at
the top of Melgorehn's Keach, or zo 1
suppozed. He wasted no  time
admiring the wiew. ™We'te poing
through here,” he said, peinting to a
small opening in anearby rock wall. I
felt zomewhat cheated. Locking up, I
saw Liabeo zo cloze it seemed like I
could touch it, but obwicusly the
mountain went up evenfarther. One
of the moon: of Elanthia wazin clear
view. I began towonder howlong we' d
been climbing. It was no later than
noon when we' d startedup the hill, yet
here it was elearlynight. My puide had
dizappeared already, so without
further theught I went threugh the
opening he had pointed out tome.

I foundhim waiting for me, seated
on the fleer of a chamber with just a

that neoize™
I asked, imaginatiwvely.

“They're trying again,” he grinned
“See, while they were having their
little conference about what they
should dowith the mountain, they all
got too busy to think about the fact
that theywere still meowing towar dthe
mountain the whele time. Next thing
they know, bump goes Liabo into the
top of the meountain, and then bump
goes the mountain onto the groundit’s
been shading for centuries”

“The pods erashed their moon
into a mountain™

“Been stuck there for the better
part of my life,” he replied with a
snile. “Btuck pretty good, too. What
vou'Te seeing here is them trying to pet
their moon mowing again. They cast all
their mapic into trying to push the
thing off of the mountain, sonaturally
when the moon stays put the magic all
comes flying back at the mountain

( Condrued onpare 20|
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instead. Butthey can’t just cast all that magic foreser or they
might blew up the whele moeon so they enly po at it by whiles
at atime. Every o often they startup again, theugh. Andif
you'te here when it happens,” he winked, flipping a wand
onto the moonlit star on the altar, “there’s enough magic
coming back dowm from that meeon torefill asmany wands
az you've got the patience to zit still for” That was enough
for me How I'd managed to get all the way to the top of
Melporehn's Feach without realizing my puide waz ingane I
didn’t know, but it was obviously time to leawe.

“How do I et dowm from here™ I asked With an even
broader smile, he peintedthrough a helein the floer of the
room with one thumb.

“Gositinthe pool.” he suppested. "Anidea might come
to you” Stranger adwice I never heard, but for whatewer
reazon, I tock it In theroom belowthere waz a pool, and
triedto sitinit Az soon as I'dput my right footin the poel,
andthen put myweight on myright foot, howesrer, I realized
the time for thinking was past. I slipped, ending up in the
sitting pesition ['dintended all aleng, but in a stream of
water that flowedthrough an opening in the west wall.

Eefore I could ewen trytoregain myfeet, the water had
carried me with it. Soon I was sliding through tunnels,
mestly underwater, gasping at pockets of air, and always
going dowmhill, meowving faster than I've ever movedbefore
oI Zitice.

Tou may think it's hard to get lost going dowmhill but
there were waterways branching eff to both sides As it
happened, [ had my ecin purse on my left side, so I was
leaning to myleft almeost the entire ride dewm the meountain.
Ev the time I arrived, utterly drenched, half-drewned and
airborne at the waterfall spilling out near the base of the
meountain, the sun was shining again. It slowly dawned en
me that I was by the same lake that fed the stream we'd
pazsed ower on the drawbridge in the start of our journey.

Tothiz day I haven't figured outif I was just lying there
by the lake dreaming the whole time, but if T was, it must
havebeen a prophetic dream. Though [ never sawmy guide
again, I've been up the meountain many times sinee, and
tollewing that path he showedme has brought me through
everytime. 4

(To Biends, consrued frovapare 1)

their fifth year of training by killing ratz andrunning mes-
sages. Both can be selitary pursuits. When doesz a busy ad-
venturer have time to make friends?

My solution: I've foundthat the best way tomeet peo-
ple iz when you are out hunting. Hanging aroundtowm can
be daunting,. If you arein a high-traffic area, such az Towm
Square Central er the Front Gate, it iz confusing, Dozens of
people are talking, thinking, acting; it poes by in a blur. At
the front gate, empaths are busy healing wounds, clerics are
busyraising the dead, and a constant line of people stream
into and out of the East Tower, locking fer akindropuete
open treasure boxes for them.

Certainly, vou might find people at leisurein the Eag-
ing Thrak Inn. Lock around enough, and you'll even find
people to talk with, tointeract with. Eut young adventurers
den’t come to our fair cityto sit aroundthe fireplace. They
come looking for adventure and their fortune. This takes
themn outside the city gates.

Unless you managedto make some friends while hunt-
ing ratz er running messages, you'te probably poing to he
wandering cut there alene. Don't despair! Thiz iz the best
way to meet people.

Suppose that you encounter sormeone elze, alone and
hunting cres. Why not pause and ask if they' d like to hunt
with you? Suddenly, you have someeone to talkte, someto
interact with, someone who might become afriend. If you
hawve a poodtime, you canmake arrangements to meet again
for another hunt. If you aren’t enjoying your companion,
vou can alwayszleave, andlock for someone elze.

If you encounter a proup, the possibilities multiply.
Here iz a group of people to pet to know. Scon, theyll be
introducing you to their other friends, and you'll know o
many people, youwon't be able to remember all the names.

This works wellfor older folks aswell If you've staked
out your hunting territery, why net invite these whe wander
through tojoin with youP There is safety in numbers, and
having afew people to interact with makes the time fly by,

I have spent alet of time in wraiths, andhawve cometo
lowe the erawlspace of the Abandened Inn. The erawlzpace,
bylong tradition, iz an open area; anyone who comes there
iz welcome. I have made some pood friends there, and ex-
pect that I'll make manymoere before [ mowve on to zombies
andtitans.

Sowhy not do yourszelf a faver. Ask a stranger tohunt
with you. Who knows? You might find that the stranger iz
really a friend you just hadn't met yet. 4
[Speaking of old friends, I'd like o weleome Jamel, who isan
long-time aequaintances and o familiarfoce from many years
of exceptional roleplaying in GemStone IIT. Healso has been
involved in many aspects of the garming and publishing in-
dustries. Foringuiries about the Herald, you can coniact
himeat BRUGEHH@AOL GOM. - Gyrfaucon. ]
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Truelove chinezlike the sunin the sky,
Cornpassion never asks why,

Itz the finer man wheo speaks the truth,
Ewen when onlyhe seesits proof.

Almost a year after their marriage Sonyafoundherself
with child, she would give Dandis that
which she hadnot had the chance to give
Anangri. While thiz should hawe been
joyous news, Fate had other plans for
these poer folk Fer a man appeared at
the pates, in tattered seraps of clothing
barely more than rags Eeaten and
bruized he came in but nonethelesz the
guar dz didrecognize the dishewveledman.
Lord Anangri hadreturnedfrom the dead
and come back to hiz home and his wife.
In all honesty he did not die in the war,
but had been taken captive, and all this
while he had been tertured, beaten, and
worked nigh unte death, but where other men wouldhave
fallen helivedtoreturn tothe love of hizlife.

Anangri s return was immediately announcedto house
Ta'Adrenai, and Senya Mot knowing how to take thiz news,
being pregnant with hiz brother’s child, she wept tears of joy
for hiz return ewen still Shock, denial, lowe, and
desperation, all were warring within her breast, for she
realizedthat she had given up on her true love and married
hiz brother. In her current state of shock she did commit a
meost desperate act; she drank a mest lethal peizon. Her
death was quick, andin an instant both she and her child
became just a memory with her life’s passing,

Inlife’s darkest hour, when grief overwhelms,
YWhen shadows cover all of the realms,
Sometimes the pain iz too preat to bear,
Itisthen that you knowthatfate doesnet care.

When the news of Sonya’s death reached Anangriit did
what torture couldnet, it broke his spirit. With his heart
broken andhis will crushedlike pottery and scatteredto the
wind, he wandered back out the gates of towm, never to be
seen again. Witnesses zaid he dropped something az he
turnedto go, perhapszit was hiz wedding band.

While Dandiz, in his own grief, did blame himzelf for
the whele thing, and fer Sonya’s death and Anangri’s grief
he couldneotforgive himszelf. Dandis didfellew his brother's
fatethiz time though, andwandered out the gate, never to
beheardfrom again. In his grief he elutched two iterns to his
breast as he walked away, two bands of purest poldfor two
livwes lost.

When lowe diegit takes part of the soul,
Andnever again will you feel whele,
Butfar worseitistonever have kmowm,
The heights to which you might have flewn.

Now more recently the spectral figure of Sonya has
been seen beneath the temple, erying eut for her long lost
love. And the fipure of Anangri has been
reported, showing up soon after Sonya’s
specter fades, but always too late to zee
her. The two long departed lowers
desperately try to reach across time and
space, to touch the one they hold stll dear
in their heart. Time and again they hawve
come, but tone avail, theymiss each other
by meoments that might aswell be eternity.
Their cries are enough to break all but the
hardest heart, and their tears have heen
joined by those few who have witnessed
their arriwval. Thiz continued for zome
time, touching the heartz of many in the
lands, andtheir pain did drawthe compassionate forwar dto
lend a hand.

But it waz not until the stranger carme to town that all
became clear. The stranger came to the erypt, and did wait
with many whose hearts were touched, andwhen the figures
showedup he did speak with them, andthey to him.

Andthen he didbring forth the two gold bands to unite
thern onee again. Lord Dandis had come from his restless
wandering to put an end te their suffering, an end to the
grief that he had played a part in causing The wedding
bands of Anangri and Seonya did Dandis bring to them to
renew their link to each other.

Reunited at last the lowers did rest onece again in each
others’ embrace, and befeore leaving Lord Dandis and his
brother Lor dAnangri did speak, and all waszforgiven. Now
Dandiz could find his owm peace and let thizlife slip away,
now that he had completed his atenement. For a time
afterwar dthe shades that haunt the eryptz were silent, their
own sadwailing forgotten by what they hadwitneszed, and
all who were present for the reuniting left with a new sensze
of purpose.

Inlife thereizsbeauty, and a chancefor love stll,

In death thereiz peace, oncelife iz fulfilled,

But alove that lingers, far beyond death,

Iz atreasureto be cherished, even with your last breath.

This iz dedicated to the beautiful lady Aries, a very
special lagz that fought to bring together the shades of
Anangri and Senya, even after otherzhad given up. If not for

(Contrnued mpage 22 )
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thiz process iz one that iz most
rewar ding when deciphered en your
owl, | will omit the details here.

There iz way to fipure out how
much the deedwill cost, depending on
ywour character persenally. I have come
up with a deed formula by
experimenting, andyou should be able
to do zo az well. Remember thiz, and
stock up on deeds, especially as a
yvoungster. Theywill zerve you well

4. Hintfer Anyeone: Alwaysmind
VOUI  IAnNners Mo matter how
inzignificant thiz seems, it is
important. Especially around Leords
and Ladies. Still think it iz triwial?
Well, listen to my story. Onefine day,
I had come back to Town Square and
was about to leave. I really hadto po.
Mot just literally. And I figured sinece
no onewas paying particular attention
tome, [ wouldrelieve myself in a quist
corner of the Square. I dida't klnow the
autheoritative nature of Lor ds. Cne sawr
what I did. He pestured at me and I
waz gaszed! (Literal) [ was stunnedfer
about 3 minutes. During this time, he
draggedme to the southwest corner of
Wehnirmer's. There, he Pmceeded to
lecture me on how public places were
not for that kind of action and hew I
should “keep it zipped’. What can I
zay® I wasz young and foolish. And I
waz very lucky that the Lor d took time

to talk abeout this to me, before the
odsz had a chanee to strike e dewm
for such erude behawier.

E. Hint fer Anycne: MNe lone
adwenturer can survive the relentless
onslaught of ereaturez andperils. You
must learn to rely on your fellow
adwenturers. Whether it’s fighting by
vour side, rezzing you, buying that
steel chest you'we always wanted to
unlead, or even telling you directons.
Who else iz going to help you other
than your companicns?

8. For Anyone: During monster
inwazions, here are zome eracial hints
toinsure your survival:

A If you're an empath or cleric,
head to the RHaging Thrak Inn. Thiz iz

the HQ of healing and rezzes A safe
place and you pet to practice your
skillz.

E. Extremelylowlevel characters
should stay in buildings where no
monsters come. For example, one of
the inns or shops in town. These
menstrous invaders are much bipger
compared to the ratz you'we heen
fighting. Leawve the job to the brawe
Lordz and Ladiez who rizk their lives
to sawe the town and your young hide.

Of course, no matter what your
age and ckills, don't go out on a
kamikaze mizsion. Just because you
can't die yet doesn’'t mean you should
try something you aren't up te.

3. Lord and Ladies. You kEneow
vour jobs, of courze.

D. During the course of an
invasion in town, try out your hack and
zlash if’ you think you're up to it If
possible, protect others who can't
defend themselves or important
people (empaths and eleries) Just
den’t get yourzelf killed. Lords and
Ladiezmay netbe able to take the rizk
of rezzing you.

7. Easy moneymaking: Using gold
rings to your advantage. Gc:ldrings are
magical itemsz usually found in
treasure chestz or on defeated beasts.
They can alzo be bought from others
for a typical bid of 5.5k (5,500 silver)
Tou can use them to teleport to a
preset place in the fellowing manner.
Here's how touse a gold ring:

Cnee you are where vou want to
“zet” the ring, put en the ring. Tou
shouldfeel a small pulse. Thiz means
that the ring iz set. Mow, whenewer
wou want to return to that place, take
the ring off and put it back on. To
reset the ring, turn it If you wear the
ring again from that same room, you
will go back to where you uzed the ring
to teleport. If you are in a different
rootn, you will teleport to the eriginal
I0OMM Once More,

To use thiz wondrous magical
device to itz best advantage for
accurnulating wealth, set the ring in
the pawnshop. OCarry only  the

ezsentials, if  possible  (sword,
backpack, armor, shield) Go to a
familiar place where the creatures
leawe their belongings, such az the
Heobsz, the cemetery, and Kobe.

8. For Anyone: Stealing, in one
word don’s MNumerous people are
really anneyed with thieses. They hawe
even started their owmmartial law.
Some Lords and Ladiezs will Eill if
stolen from. Don't mess with them.

If you're stolen from, relax. Tryto
get it back, if you hawe the will and
power. If you are repeatedly stolen
from or notice someone stealing often,
do something. (I, in no way endorse
viclent killingz—although I enjoy
them.) There are rumers that it you
kill a thief, hiz guild compatriots will
have you on a secret hit list. Thieves
denythis, andl den’t knew. Itz your
call whether to believe thiz or not.

With thizinfermation, I leave you
to explore Elanthia and create a world
for all Andif you come across Ranger
Wander during your travels, feel free to
off er comments and supgestions! 4
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her persistence, [ arn not sure the final
events would have come to pass, and
for the compassion she haz shown
these twoloverz [ commendher.

Lord Drandis, just before he left,
turned to Aries zaying, "My adwice to
vouis this: always follew your heart,”
and gawe her a box She now bears a
treasure of both grief and joy, the
wedding rings of Dandis and Senya.
Their joywas short, andtheir grief was
long, but now through great saerifice
they are at rest, and I know the Aries
will think of them everytime she sees
the box containing the rings of the
couple wheo were just not meant to he.
In thiz they could find ne better
resting place, for as long as someone
remembers you, then you are never

truly dead

[Special thanks to Lord Eaine for
taking the time torecount this stary to

us younger folk] 4
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6. Articles on parne play and strat-
egy are also popular. Detailz on how
best to rell up a particular character,
howto play a certain classz or race, and
how to advance in the world are walua-
able topics. Apain, avoid giving away
zoluticns to puzzles or pame secrets.

7. Original, high-quality artwork iz
an integral part of sach month’s EH.
In our ASCII text edition, we lockfor
(beg for even!) pood ASCIT art. If you
think you hawve a knack for producing
ASCII art in the fantasy penre, for or-
naments, faney drop caps, illustrations
based on the world of Elanthia, scenes
from CemStone III, or similar mate-
rial, wewant itl For our formatted swer-
sions, original artwork (in black and
white) in the most popular file feor-
mats, such az TIF, WPC, CDR, SOM,

EMP, JPEG and PCY, are all werth-
while subrmizsions.

Regular Monthly Colurmns

Eezides submissions of articlez on an
oceazional basis, the EH invites and
encourages player contributions cn a
regular, engeing basiz. Thiz participa-
tion can be in the form of regular
monthly or recurring cohurnns en ideas
you comme up with that we feel are of
continuing wvalue and interest, or in
columns we decide to make a regular
feature, and for which we need writ-
ers. We areinterestedin columnists to
regular features in the following de-
partrments:

1. Celumnz on Came Mechanies--
again, we want columnszthat are use-
ful, but net overpoweringly full of
numberz and statistics.

2. Helpful Hintz feor
Adwenturers--thiz wouldinclude a few

Mensr

juicyrell-up, outfitting, survival andfor
ereature hunting hints per issue that
veteran players perhapstake somuch
for pranted they usually don’t talk
about them. Eut players just starting
out might find such infermation wery
valuahble.

3. GossipfWhe's Whe/Current
Events Around Town Golummns--pretty
zelf -explanatery departments. Weould

inelude such milestones az marriages,
who made Lord/Lady, that kind of
content.

4. Housze Matters—-menthly de-
ingsfewents at Houses; several cohurms
can be devoted to intreducing and
profiling the warious Houses in the
land.

E. Owerheard Around Towm--
humerous, telling or pithy snatches of
converzation overhear din the warions
hangouts, the square, Helga's, ete.
Player submissions of shert anecdotes
or quotes, attributed or unattributed,
are strongly encouraped, and the
columnist responsible should pather a
nutber of quotes each meonth.

8. Monthly Perzonality Profiles--
interviews andinfo en individual ehar-
acters in the game every month. This
would be their pame perszona, not the
player. Tou would need to interview
interesting charaeters and extract en-
tertaining stories about their back-
ground, adventures, ete.

These are just zome types of
columns being produced and consid-
ered. We especially want submissions
of ideasz for regular columns, and if
you can be the columnist for one of
your own propeosed regular eolumns,
that's exactly what we are locking for!
In order to be arepular EH colurnmnist,
you must first contact the editor and
express your interestin deing a cel-
urnn. If you hawe your own ideas about
the kind of eolumn you’d like to de,
we' dlove to consider it. If you are in-
terested in writing any of the regular
columns we suggest, you alzo need to
contact ug first, before you bhegin.
Onee we accept your idea and/or you
az a eolumnist, you can start subrmit-
ting your columns on aregular sched-
ule. Please make sure to tell uz you are
interestedin deing a eolumn, not just
a single article.

The Standards of Acceptahility for
Submissions to EH

While we strengly encourage you to
subrnit articles along the lines of those
listed abowe, and anything we might
net have mentionedthat you think iz

worthwhile, we do ask you to obheerwe
certain broad areas of acceptability.

Seweral peneral puidelines are
lizsted below

1. Fietion submizsions should be
directly relatedto characters and set-
tings of GemStone I11 andthe world of
Elanthia.

&, Submizsions should not reveal
zolutions to puzzles, quests, secret so-
cieties, secret puildmatters, or other
featurezthat aremeant for players te
dizeover and selve for themselvesz in
the pame.

3. Submizsionsz should net deal
with bugs or loophelesz in the game. All
such problems should bereported di-
rectlj,r to Simutronics wia CemStone [11
Feedback.

4. Pleaze be awrare that certain
wor ds eften usedin the fantasy penre
are the property of their creators. For
instance, we cannot publizh the word
“hobhbit”, zo instead use the word
“halfling”. We will make appropriate
substitutions where necessary.

E. The weords “CemStone IIT7,
“Elanthia”, "Wehnimer's Landing”,
ete, must be spelled and styled cor-
rectly. Remember, a clean submission
lezzens the likelihood of heavy edito-
rial changes to your work and preatly
increazes your chances of publication.
We will not aceept submissions with a
high degree of spelling and granumati-
cal mistakes. Even a basic word pro-
cezsing program should have a pood
built-in spell checker; we stronglyurge
you touseitl If your submizsion dees
contain these kinds of owersights, the
editorz will have to fix thern, return the
article to you for revisions, or decide
it'z too full of mistakes to accept for
conzideration.

6. Articlez zhould not be subrmit-
ted for publication to the EH anony-
meously. If you wizh, your artiele ean
be publizshed with a pseudonym or
anenyrmeus byline, but you rust iden-
tify yourzelf to the editer.

7. Submizzionsz should maintain
an ohjective andreasonable tene. Arti-
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cles that are overly biazed or slanted
apainst any perszon, player, character
or group willnet be considered. Fair-
ness and chjectivity are encouragedin
all submissions, andlack thereof zhall
be considered grounds for rejection.

The Standards of Quality for All
Submissions to EH

Onee your submission has met the
above standards of acceptability it is
well on itz way to potential publica-
tion. After that, itizup to the editorial
staff to determine if the material meets
the publication’s standar dz of quality.

Keep in mindthe following puide-
linez for suceessful submizsions:

1. Tour submizsion shouldbe on a
worthwhile subject of interest to a
broad spectrum of GemStone players.

2. Make sure the material iz well
written andin a uzable format. Double
check your spelling, grammar and
style so thatit won't require mere than
amoderate amount of editing. Ee sure
to spelleheck your artieles before you
send them to us Separate paragraphs
by £ carriagereturnz. Type only ONE
space after periods, not TWO. Donot
uze TAES to indent paragraphs.

3. If you are submitting artwork in
ASCII or other formats, make sure the
work is original.

4. In the caze where your material
iz of potential interest to the readers
but the article iz deemned peeorly writ-
ten, the EH reserves the right to ac-
cept it contingent upeon a rewrite h_t,r
the autheor. If the editor chooses, the
artiele can be rewtitten by one of the
staff mermbers, and then published,
with the byline going to the original
auther.

Do your best, andif you follow the
abowve guidelines combined with your
own uniqueideas and style, your sub-
mizzion should pass the first hurdle
with flying colors. But pleaze keep in
mind that final decisionz on aceept-
ability and quality of submissionsz rest
with the editorial staff of EH. We are
here to bring the best product to you
andall eur players,

How to Send in Submissions and

to Whom

Teumust send your submission azan

attached EMAIL file. Submizzions

within the body of a letter willnot be
considered. The preferred format is

MS-WORD compatible, but if you

cannot use that, send submiszionz az a

plain TXT file. All attached file sub-

mizzions must begin with information
filledin with the following header:

USER MAME OR SCHEEMN NAME:

MAME OF SERVICE YOUR USUAL
CHARACTER IS5 QI

CHARACTER MNAME:

MNAME TO USE FOR AUTHOR OF
ARTICLE (if different from charae-
ter narne;

EMAIL ADDEESS:

FORMAT OF FILE:

DATE SUEMITTED:

We cannot acknowledge the re-
eeipt of submissions. If we decide to
publish your submiszion, we will in-
form you. Just because your subrmis-
sion dees not appear in the very next
izzue, that does not mean we will not
uzeit. We have tobalance the content
of each izssue, and szo we choose art-
cles earefully. The managing editor of
EH andthe EH staff like to maintain
a balance between leaving as much of
the original submission intact as possi-
ble and putting out a conszistently high
quality meonthlyjournal. While we edit
with a light touch wherewer poszible,
we doretain the prerogative to request
revizions or rewtites of articles or to
edit them in houze when needed. All
published submissions become the
property of the Elanthia Herald

Send all your submissions te:
OYRFAUCONEALDL SOM  with a
copy to ERUCEHHE&AQL. COM.

Free Time and In-Game Compen-
gation for Contributors

Contributors to EH receive credit to-
wardsz ftee time in CemStone in ex-
changefor every article that gets pub-
lizhed. Contributers must use their
freetime within 90 days of the publi-
cation of the final qualifying submis-
sion. Two weeks' advance notice of the

date you wizh to usze your free time
must be given in EMAIL to the editor
of the EH. Other restrictions, limnita-
tions or conditions on free flag credits
uge may apply as needed. The free
time in GemStone iz EH'z way of say-
ing thanks for your great efforts and
contributions to the newsletter. If s the
players who contribute to the unique
character of Elanthia, andthiz unique-
ness and imagination are nowhere
mere clearly wisible than in the out-
standing submizsionz to the EH. Keep
those manuszeripts coming in, folksl
e look forwar dto sesing YTOUR art-
clein our mailzack real soon.

The credit towar dz free titne and
in-game perksis prorated azfollows:
Credit:
1-800words = 50 points
S00-1000 = 75 points
10004+ wor dz = 100 points (full length

artiele/full eredit)
Poems = full eredit based on merit
Artwork = full eredit based on merit

A total ef 300 peints earns you
free time in CemStone plus entitles
vou to membership in the Elanthia
Herald Presz Club, which haz a num-
ber of benefits such az a private bar,
aceess to the newspaper offices and
press room, admission and special
press passes to events like the Gladia-
tor Cames, ete. In time, other com-
penzations within the game, such as
perhaps special accesz to merchant
ewvent, will alzo be awarded bazed on
total point: you hawve accumulated
threugh your contributions.

At the present time, fTee time in
(33 iz awvailable for uzers of Cenie and
AOL; we are still negotiating with the
other services. Via Cenie, 300 points
will earn you a free weekend in the
garne; wia AOL, 300 points will earn
wou 10 hours of free time in the game.
The Elanthia Herald, Simutrenics and
itz providers reserve the right to meod-
ifythese if necessary.

If you hawve questions about these
guidelines, pleaze sendmail to the As-

sistant Editer, Jamel at the address
ERUCEHH®AOL OOM. 4
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